US006884163B2
a2 United States Patent (10) Patent No.: US 6,884,163 B2
Namba et al. 45) Date of Patent: Apr. 26, 2005
(54) GAME METHOD FOR EFFECTING AGING 5,860,862 A 1/1999  Junkin
OF COMPETING CHARACTERS 5,800,963 A *  4/1999 Yen .....ccceeevevevvvvnnennnn. 463/42
INDEPENDENT OF GAME PILAYER 5,964,660 A * 10/1999 James et al. ......c............ 463/1
5,971,855 A 10/1999 Ng
PARTICIFATION 6,352,479 B1 * 3/2002 Sparks, IT ........c......... 463/42
(75) Inventors: Kazuhiro Namba, Amagasaki (JP); FOREIGN PATENT DOCUMENTS
Norio Nakayama, Osaka (JP)
EP 0962900 12/1999
(73) Assignee: Konami Computer Entertainment g% ;%ggg gﬁggg
Studios, Inc., Tokyo (JP) P 10398416 12/1998
(*) Notice:  Subject to any disclaimer, the term of this ﬁ 20??53223 1;%388
patent 15 extended or adjusted under 35 P 5001-179758 5/2001
U.S.C. 154(b) by 169 days. KR 2000-0036826 7/2000
1w 440771 5/1999
(22) Filed: Jul. 31, 2001 OTHER PUBLICAITONS
(65) Prior Publication Data Quake II Users Manual © 1997 1d Software Inc, pp. 1-35.%
US 2002/0016195 Al Feb. 7, 2002 * cited by examiner
(30) Foreign Application Priority Data Primary Examiner—Derris H. Banks
Assistant Examiner—Robert Mosser
Allg. 1? 2000 (JP) ....................................... 2000-233670 (74) Arfc)rney} Agenf} OF Firm_Jordan and Hamburg LLP
(51) Int. CL7 .o A63F 13/00 (57) ABSTRACT
(52) US.ClL ., 463/1; 463/43

(58) Field of Search 463/1, 3, 23, 29,
463/40-43; 345/121, 139; 273/317.1, 461;
709/203, 218

References Cited

U.S. PATENT DOCUMENTS

4738451 A *
5,796,393 A *
5816920 A * 10/1998 Hanai
5846132 A * 12/1998 Junkin

(56)

4/1988 Logg 463/2
8/1998 MacNaughton et al. .... 709/218
463/42
463/42

Using terminal apparatuses 1A to 1E connected to a server
3 by a network 2, original characters are trained by the game
players executing a character training game, and data relat-
ing to those original characters are stored 1n a database 31 in
the server 3. When two or more game players directly
contest the same game 1n real time via the network 2, data
relating to the original characters of the game players stored

in the database 31 are downloaded to the terminal appara-
tuses 1A to 1E and used as character data.

19 Claims, 15 Drawing Sheets

BOARDINGHOUSE SCREEN (MAP SCREEN)

__|PART-TIME JOB
CTIT

A

|PRO SHOP] ST

]

CONVENIENCE
o TORE

?SHINTO
SHRINE

(K

ey

PRACTICE FIELD]

WHERE WOULD [ LIKE TO
GO TODAY?

STADIUM

N\
24TH DAY (5TH YEAR))

GIRLFHIEND'S'
HOUSE

,/NAME: PAWAPURO

O ACTIVITY LEVEL: 38C POWER: 29
O HEALTH: 48 O ROMANCE: 48

|

O GIRLFRIEND: NONE© SONS: NONE

IINITIAL SE‘I'I'INGSI ‘w DATA |

Hﬁ” END | IELJESTION MAIL




US 6,884,163 B2

Sheet 1 of 15

Apr. 26, 2005

U.S. Patent

W=

cOl




US 6,884,163 B2

Sheet 2 of 15

Apr. 26, 2005

U.S. Patent

30IA3d

SN1vHYddVY
HOLINOW

1O}

1INN AHOW3IN

NYHDOHd JWVYD LINN TOHLNOO HILSYIN

_ 001

GO0 L—~—4 LINMN NOILYDINNINWINQD

AHOMLIN OL

¢ 9l

1NdNI TOHLNOD

LINA AHOW3IN
AdVHOdINGL

R Y T r—



US 6,884,163 B2

Sheet 3 of 15

Apr. 26, 2005

U.S. Patent

80t

ANVHODOHd JINVYD

LINN AHOW3IN

1INMN HOYVY3S

LINM ddvO4d
4OVSSdN

LINO AHOW3WN
vViva H410VHVHO

AHOMLIN OL

LINN
NOILYOINNNINOD

0

0

£

LINM TOHLINOD
d31SVIN

LINM NOILVYOI41AOIN

Vivad H3d10VHVHO

L0E

d3NIL
JNILL TVNLLHIA

LINM AHLNI
vivad 1S31V

402




US 6,884,163 B2

Sheet 4 of 15

Apr. 26, 2005

U.S. Patent

iy Ege W Ve it e wel - Al A T S k. R R . ek Ve gk e e cunl e e uet snlr Dar wmk weln dnis TEm vem del SNy PN Sy SR juiy debs JEEE R NP B adhly geinm WP dehy guph e S P A Sl S A Bl I B s B GEERE N ol P ol AN IS VI NG AN S A B I G A B SR S I O e A O I G e e e

_ 02
Gl 12
!
ﬁm qor JHOLS 4
L} JavOHY > JNI1-1HVd mozm__zm>ZOU dOHS !
YD Odd

1313

301LOVH NOOH BT NNIAVLSY

A s sy g T I B W EEE A e wih wmbe ey

SH3ISN
s e - 3SNOH %
1OHV3S3E A 35noHONIAY O s eI HID H
9l ok €
Al
(—.l IIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIII !
e

A s S N s B S . D O e e B - ey L sw e dhmin el fge Sy . R ol e A A G S L L B DL O D O O O A A D e . e B deews A bl ok mlle el L] s mishr s s s el wnih puik wibnly sl Sah R B R S s P

NVYHDI0Hd (99
AHIAI'AA I5VEVLVA

m 2
m by _
31vadn viva |
# VLVA 1S3LV] AYHOOHd NOLLYDINNIAWNGD
@ \t ONILYAdN ASVEVIvA VL1vQ 43SN-H3LNI
44VIS INTJWIOVNYN L YE e e o
ANV NOILONAOHd e

e M L MRS ey W W W




US 6,884,163 B2

Sheet 5 of 15

Apr. 26, 2005

U.S. Patent

dNOV31 YHdOMLIN

NddHOS LNdNI AHdOMSSVd

G Ol



US 6,884,163 B2

Sheet 6 of 15

Apr. 26, 2005

U.S. Patent

wwwNousano| | and || d13H | | vava an| [soniLLas i E

INON :SNOS 0 INON :aNIJIH4THID ©
87 :JONVWOH o 8F:HI1TVaIH o | 35N0R _

62 ‘HIMOd 08E:TIATTALIAILDY © mozm_mbm_o*

‘OHNdYMVd :3AYN

Q¢<w> H1S) AvQ H1b2
.

¢AVAOL OD
AT 1T A1NOM Id3HM

d1314 301.L0vHd '

& 1] IlL]] m
I r T@|
ISNOHON FON3INJANOD

Iom_<m S34d

OL3

F_o_”_w OHd

dor ANIL-1dVd

(NI3IHOS dVYIN) NI3HDS ISNOHDNIAYVYOS
994



US 6,884,163 B2

Sheet 7 of 15

Apr. 26, 2005

U.S. Patent

GZ'€
G0 P

—  0lib
(3N LSNIVOY AVd OL 311 3NOIWOS QINOM :02:

(AW LSNIVOY AY1d 0L 3MIT INOINOS ATNOM | {FOVSSIN

313dWOD NIM + STWVYD ¥ VAVINVA
(313dW09) SNIMO SIWVDZ  NOHVL

313dWO0D NIM L SANYD 2  OIHSOA
313dWN0D SNIM 2 STIAVD ¥ OIHON

- TiEvL

N33d0S WOOH d3X00'1
L9l

SINV31 LIDINOS

NOILYLIANI 3NITO3a| |

SHIADNITIVHO LIDINOS

dNOVI1 MHOMILIN




US 6,884,163 B2

Sheet 8 of 15

Apr. 26, 2005

U.S. Patent

Silvd 1V 19
S1IH S¢
vé v -JOVHIAY ONILIVY

OdNdYMYd

15-vH
ONINNI HLY 3HL 40 dOL

NN SWNOH V
ADVINS 3N HOLVM

2’0 ‘3OVHIAV | |
NNY 3INHV3

L YONOH

iAQAaNg H3aNHO0D 3AISNI IHL

OHNdVMVd || 15 1vD YNNOD S.3NO LX3N JH1 | YONOH

NIIHOS WNIAVLS
8 9l




U.S. Patent Apr. 26, 2005 Sheet 9 of 15 US 6,884,163 B2

FIG.9
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FIG.10
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FIG.13
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GAME METHOD FOR EFFECTING AGING
OF COMPETING CHARACTERS
INDEPENDENT OF GAME PLAYER
PARTICIPATION

BACKGROUND OF THE INVENTION

1. Field of the Invention

This invention relates to a game procedure control method
and game system wherewith direct game competition 1s
possible between a plurality of game players using a plu-
rality of terminal apparatuses connected to a server via a
network.

2. Description of the Related Art

With a game like a baseball game, for example, where an
opponent 1s competed with, it 1s possible to conduct direct
competition by a plurality of game players, connecting a
plurality of controllers to a single game apparatus. Also,
game players 1n remote locations are competing directly
with each other, respectively, 1n baseball games and the like
using terminal apparatuses such as personal computers con-
nected via a network.

In a baseball game that has been provided for some time
by the applicant, however, a player character training mode
1s included wherewith original characters selected discre-
tionally by a game player can be conditioned by training and
made to participate 1n the game as professional baseball
players.

With direct competition in a conventional game through
a network, however, nothing further 1s accomplished than
taking the direct competition of a game played by connect-
ing a plurality of controllers to a single game apparatus such
as 1s commonly played in homes and extending 1t to com-
petition between game players at remote locations via a
network. The game software 1s merely loaded 1nto the game
apparatuses or terminal apparatuses possessed by the game
players, and nothing more 1s done than to have only the
operation signals input by the game players transmitted and
received via the network.

Data relating to the original character trained by each
game player, or to teams made up of such original
characters, are stored only 1n the game apparatuses or
terminal apparatuses of those particular game players. It has
not been possible to have original characters compete
against each other, or teams made up of original characters
compete against each other, via a network.

SUMMARY OF THE INVENTION

An object of the present invention, which was devised 1n
order to resolve the problems with the conventional
examples noted above, 1s to provide a game procedure
control method and game system wherewith 1t 1s possible to
cffect direct competition between original characters or
between teams made up of such original characters, in a
stadium on a server connected through a network, which
original characters have been trained by the game players by
the execution of a player character training mode 1n the
game apparatuses possessed by them.

The game procedure control method according to an
aspect of the present mvention 1s a game procedure control
method wherewith at least two game players can engage in
competition, using at least two terminal apparatuses con-
nected to a server through a network, and comprises the
steps of: storing data relating to an original character trained
independently by each game player 1n a prescribed memory
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2

arca 1n the server; reading out the data relating to the original
character of each game player stored in the memory area as
character data to be used when a game program 1s executed;
fransmitting control data input by each game player for
causing his or her own original character to move on the
monitor screen of each terminal apparatus to the terminal
apparatus of a game player that 1s a competing opponent via
the server; and causing the original character of the oppo-
nent to move, 1n correspondence with the control data, on the
monitor screen of the terminal apparatus, using the control
data transmitted back from the server.

According to this composition, it becomes possible to
cause original characters trained by game players to compete
directly against each other via a network.

The game system according to another aspect of the
present 1nvention comprises: a server wherein are stored
data relating to original characters trained independently by
game players, being character data used for a game program
wherewith competition 1s possible between at least two
game players; and a plurality of terminal apparatuses, each
of which 1s capable of being connected to the server through
a network, comprises a control unit manipulated by the game
player, and 1s capable both of storing data relating to the
original character 1n the server and of reading out data
relating to the original character when the game program 1s

executed.

According to this composition, two or more game players
who do not know each other can directly compete 1n a game
via a network. It 1s also possible to hold tournaments
participated 1n by many game players.

The server according to still another aspect of the present
invention 1s one wherein: access 1S possible from terminal
apparatuses operated by game players through a network;
and data relating to original characters trained independently
by the game players, which are character data to be used for
a game program wherewith competition 1s possible between
at least two game players, are stored.

According to this composition, 1t becomes possible for
game players to access the server from a terminal apparatus
of a different type from their own personal computer or
game apparatus, and engage 1n direct game competition.

These and other objects, features and advantages of the
present invention will become more apparent upon a reading
of the following detailed description and accompanying
drawings.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 1s a diagram showing how, 1n one embodiment of
the present invention, a plurality of game player terminal
apparatuses 1s connected to a server through a network;

FIG. 2 1s a block diagram representing the configuration
of a terminal apparatus in the embodiment noted above;

FIG. 3 1s a block diagram representing the configuration
of a server 1n the embodiment noted above;

FIG. 4 1s a diagram representing a virtual world when
executing a baseball game 1n a server and one terminal
apparatus connected to the server through a network, 1n the
embodiment noted above;

FIG. 5 1s a diagram representing a password input screen
displayed on the screen of a monitor apparatus, in the
embodiment noted above;

FIG. 6 1s a diagram representing a boardinghouses screen
for Pawapuro-kun displayed on the screen of a monitor
apparatus, 1in the embodiment noted above;

FIG. 7 1s a diagram representing a locker room screen
displayed on the screen of a monitor apparatus, in the
embodiment noted above;
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FIG. 8 represents a screen displayed on the screen of a
monitor apparatus when playing the baseball game, 1n the
embodiment noted above;

FIG. 9 1s a diagram representing the main flow of the
baseball game 1 the embodiment noted above;

FIG. 10 1s a diagram representing the continuation of the
main flow diagrammed in FIG. 9;

FIG. 11 1s a diagram representing one example of a
subroutine 1n step #21 1n the main flow noted above;

FIG. 12 1s a diagram representing the continuation of the
subroutine diagrammed 1 FIG. 11;

FIG. 13 1s a diagram representing another example of a
subroutine 1n step #21 1n the main flow noted above;

FIG. 14 1s a diagram representing the continuation of the
subroutine diagrammed 1n FIG. 13.

FIG. 15 shows alternative embodiments of step 75 of FIG.
13.

DESCRIPTION OF THE PREFERRED
EMBODIMENTS

A baseball game 1s described as one embodiment of the
present mvention. FIG. 1 diagrams how multiple game
player terminal apparatuses 1A to 1E are connected to a
server 3 through a network 2. FIG. 2 1s a block diagram
representing a specific configuration for the terminal appa-
ratuses 1A to 1E which are personal computers or the like.
FIG. 3 1s a block diagram representing a speciiic configu-
ration for the server 3.

As diagrammed 1n FIG. 2, each of the terminal appara-
tuses 1A to 1E comprises a master control unit 100 config-
ured of a CPU or the like, a game program memory unit 101
wherein a game program 1s stored, configured of a recording,
medium such as a CD-ROM or dedicated ROM cassette or
the like and a reader apparatus (not shown), etc., a control
mput device 102 configured of a dedicated controller or
keyboard or the like, a monitor apparatus 103, such as a CRT
or LCD or the like, a temporary memory unit 104 configured
of a hard disk or RAM or the like, for temporary storing
various kinds of data during a game, and a communication
unit 105, configured of a modem or the like, for communi-
cating via the network 2 with the server 3 or with any of the
other terminal apparatuses 1A to 1E.

The server 3, on the other hand, as diagrammed 1n FIG.
3, comprises a master control unit 300, configured of a CPU
or the like, for effecting the master control of the server 3,
a game program memory unit 301, configured of an
EEPROM, hard disk, or other nonvolatile writable memory,
for storing a game program or the like, a latest data entry unit
302, configured of a keyboard or the like, for updating the
program or data stored in the game program memory unit
301 or the like to the latest program or data, a virtual time
timer 303 for arithmetically calculating the virtual time 1n
the game that elapses faster than real time, a communication
unit 304, configured of a modem or the like, for communi-
cating with the terminal apparatuses 1A to 1E wvia the
network 2, a message board unit 3035, capable of being
accessed at will by the game players, for writing any desired
messages 1nto or requesting a game competition, etc., a
character data memory unit 306, configured of a hard disk
unit or the like, for storing data relating to original characters
tramned independently by game players, a character data
modification unit 307 for ranking the original characters
according to the capabilities of the original characters
trained independently by the game players, or causing the
original characters to age according to the passage of virtual
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4

time, or the like, and a search unit 308 for searching the
message board unit 305 or the character data memory unit
306, ctc., when the server 3 has been accessed from the
terminal apparatuses 1A to 1E, and reading out data relating
to the original characters of the game players, etc.

FIG. 4 represents a virtual world realized when the
baseball game 1s implemented 1 the server 3 and 1n one
terminal apparatus (1A, for example) connected to the server
3 via the network 2.

The server 3 stores a database 31 for storing data relating,
to the original characters trained independently by the game
players that control the terminal apparatuses 1A to 1E
connected via the network 2, a database delivery CGI
program 32 for performing deliveries of data between the
terminal apparatuses 1A to 1E, an inter-user data commu-
nication program 33 for conducting data communication
between the terminal apparatuses 1A to 1E of two or more
game players directly competing in a game via the network,
and updating latest data 34 for providing the latest data to the
game program being executed by the terminal apparatuses

1A to 1E.

The terminal apparatuses 1A to 1E are dedicated game
apparatuses or personal computers or the like, for example,
which execute a game program by installing a game pro-
ogram stored 1n a memory medium 110 such as a CD-ROM
or ROM cassette or the like mnto an internal hard disk or
RAM or the like therein. The game players, using the control
mput devices 102 connected to the terminal apparatuses 1A
to 1E, select menu 1tems displayed on the screen of the
monitor apparatus 103, and mput movements for the game
characters displayed on the screen, etc. The configuration
may also be made so that the game program 1is stored at the

server 3 side, and downloaded to the terminal apparatuses
1A to 1E via the network 2.

By executing the game program, a virtual world 1s con-
figured 1n the terminal apparatuses 1A to 1E that includes a
stadium 11 for playing the baseball game with another game
player, a locker room 12 that 1s a place where agreements are
made to play a game or information 1s exchanged with
another game player, a Shinto shrine 13 that 1s a place where
the game players train original characters, a girliriend’s
house 14, boardinghouses 15, research lab 16, practice field
17, game arcade 18, part-time job site 19, convenience store
20, and pro shop 21, etc. In the description which follows,
“Pawapuro-kun” 1s a name given to an original character
trained 1independently by some game player.

First, when the game program 1is started up 1n the terminal
apparatus of the game player, a password 1nput screen such
as that diagrammed 1n FIG. 5 1s displayed on the screen of
the monitor apparatus 103. In this screen, the name and
password of the game player are entered, and, when the
“Enter” button is clicked on, this terminal apparatus (1A, for
example) and the server 3 are connected via the network 2.

When this terminal apparatus 1A and the server 3 are
connected, the boardinghouses screen for Pawapuro-kun,
such as diagrammed 1n FIG. 6, 1s displayed. In this board-
inghouses screen, various menu 1tems such as “to map,”
“mitial settings,” “my data,” “Help,” “End,” and “question
mail” can be selected. In FIG. 6, however, a condition
wherein the map screen has been selected 1s diagrammed.
On the map screen are indicated the pro shop, research lab,
part-time job site, convenience store, Shinto shrine, practice
field, stadium, and girlfriend’s house, centered on the board-
inghouses of Pawapuro-kun. When, on this screen, the
pointer 1s moved over any desired position and clicked on
that location, a subroutine program corresponding to the
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clicked location 1s executed. Status data including the cur-
rent abilities of Pawapuro-kun stored in the database 1n the
server 3 are displayed at the lower right of the screen. The
status data displayed here may be modified at any time to
reflect the amount of training done by Pawapuro-kun, his
fatigcue level, and his age, etc.

Next, when the stadium 1s clicked on, for example, a
locker room screen like that diagrammed in FIG. 7 1is
displayed. In the locker room screen are listed the names of
game players who wish to engage 1n competition and
messages from other game players, etc. Here, 1f one of the
game player’s names 1s clicked on and selected, and the
“compete” button at the right of that name 1s clicked on, the
baseball game can be played with that selected game player.
FIG. 8 represents a screen produced when the baseball game
1s being played against the selected game player. In this case,
Pawapuro-kun 1s standing in the batter’s box, wherefore a
screen 1s displayed that represents the viewpoint of the
catcher or plate umpire.

Next, the baseball game 1n this embodiment 1s described
with reference to the flowcharts given 1n FIG. 9 and 10. It 1s

assumed that this game player (user) has already registered
as a user with the server 3 and acquired a user 1D.

First, the memory medium 110 1s loaded into the terminal
apparatus 1A, and the game program stored 1n the memory
medium 110 is installed in the terminal apparatus 1A (step
#1). When installation of the game program is complete, the
terminal apparatus 1A begins executing the game program,
and the password imput screen diagrammed 1n FIG. 5 1s
displayed at the top of the screen on the monitor apparatus
103 (step #3). The terminal apparatus 1A waits for the user
ID and password to be entered (step #85), and then transmits
the entered user ID and password over the network 2 to the
server 3 (step #7).

The server 3 compares the received user ID and password
against previously registered user ID and password (step
#9). If either the user ID or the password 1s wrong (NO in
step #9), an error message 1s displayed at the top of the
screen on the monitor apparatus 103 of the terminal appa-
ratus 1A (step #11), and the password input screen display
is returned to (step #3). If the transmitted user ID and
password are correct (YES in step #9), on the other hand, the
server 3 reads out data relating to Pawapuro-kun stored in
the database 31 (step #13) and transmits those data to the
terminal apparatus 1A (step #15).

Upon receipt of the Pawapuro-kun’s data, the terminal
apparatus 1A switches the screen of the monitor apparatus
103 to the boardinghouses screen indicated in FIG. 6 (step
#17). Adecision is also made as to whether or not Pawapuro-
kun has any physical strength left (step #19), and when no
such physical strength 1s left, step #17 1s returned to and the
terminal apparatus 1A waits until Pawapuro-kun’s strength
1s restored. When Pawapuro-kun does have strength left
(YES in step #19), on the other hand, one of the following
subroutines is selected and executed, that is, (1) go over to
the girlfriend’s house for a visit, (2) pay a visit to worship
at the Shinto shrine, (3) go shopping at the pro shop, (4) go
shopping at the convenience store, (5) go make some money
at the part-time job site, (6) go play at the game arcade, (7)
go practice at the practice field, (8) go rebuild one’s strength
at the research lab, or (9) go to the stadium and play a game
against another game player (step #21).

When the selected subroutine 1s finished, the terminal
apparatus 1A again judges whether or not Pawapuro-kun has
any physical strength left (step #23) and, when he does have
physical strength left, step #21 1s returned to and another
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subroutine is selected. If he has no strength left (NO in step
#23), on the other hand, the terminal apparatus 1A switches
the screen on the monitor apparatus 103 to the boarding-
houses screen (step #25), and waits until either Pawapuro-
kun’s physical strength 1s restored or the game player selects
game termination (step #27).

When the game player selects game termination (YES 1n
step #27), the terminal apparatus 1A terminates the game
program (step #29) and transmits the current data for
Pawapuro-kun to the server 3 via the network 2 (step #31).
The server 3 performs ranking on the Pawapuro-kun’s data
transmitted from the terminal apparatus 1A (step #33), stores
the Pawapuro-kun’s data in the database 31 (step #35), and
terminates that baseball game.

Next, as an example of a subroutine 1n step #21, the flow
ensuing when (7) “go practice at the practice field” has been
selected 1s described with reference to FIGS. 11 and 12.

First, when “go practice at the practice field” 1s selected,
the terminal apparatus 1A switches the screen of the monitor
apparatus 103 to the practice field screen (step #41). This is
not shown particularly in the drawings, but the 1nitial screen
of the practice field screen 1s a practice menu selection
screen, wherefrom 1t 1s possible to select, as examples,
batting practice, pitching practice, fielding practice, running,
and weight training (step #43). The terminal apparatus 1A
decides, 1in order, whether batting practice has been selected
(step #45), whether pitching practice has been selected (step
#49), whether fielding practice has been selected (step #53),
whether running has been selected (step #57), and whether
welght training has been selected (#61). When batting
practice, pitching practice, fielding practice, running, or
welght training, respectively, has been selected, the terminal
apparatus 1A reads out the game program corresponding to

the selected menu item, and executes that game (steps #47,
#51, #55, #59, and #63).

When a game 1s finished, instead of Pawapuro-kun’s
physical strength being expended, his abilities will either
have improved or deteriorated depending on the results of
the game of the menu 1tem selected, wherefore the terminal
apparatus 1A modifies the status (i.e. the status data dis-
played for Pawapuro-kun at the lower right of the screen
diagrammed in FIG. 6) according to those categories (step
#65). Then the terminal apparatus 1A determines whether
the game player has selected “do another practice” or not
(step #67) and, when “do another practice” has been
selected, judges whether or not Pawapuro-kun has any
physical strength left (step #69). If Pawapuro-kun does have
physical strength left, step #43 1s returned to and a practice
menu 15 selected. If the game player has not selected “do
another practice” (NO 1n step #67) and Pawapuro-kun has
no strength left (NO 1n step #69), the terminal apparatus 1A
changes the screen on the monitor apparatus 103 to the

boardinghouses screen (step #71) and terminates the practice
field tlow.

Next, the flow in the case of (9) “go to the stadium and
play a game against another game player” in step #21 1s
described with reference to FIGS. 13 and 14. Here,
moreover, the game player mainly described is referred to as
player A, and the other game player as player B.

First, when “go to the stadium and play a game against
another game players” 1s selected, the terminal apparatus 1A
checks the status of the connection to the server 3 over the
network 2 (step #71), and judges whether or not on the

message board page of the server 3 another game player 1s
registered as wishing to directly compete 1n the baseball

game (step #73). When another game player is so registered,
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the terminal apparatus 1A switches the screen on the monitor
apparatus 103 to the locker room screen diagramed 1n FIG.
7 (step #75) and a list of the game players who can compete
1s displayed. In this step #7535, the following alternate steps
shown 1n FIG. 15 may be employed. In step #75A, only a list
of the game players having original characters that have
attained a certain rank or above based on ranks determined
in step #33 of FIG. 10 are displayed. Alternatively, 1n step
#75B, only a list of game players having original characters
ranked within a prescribed range based on the ranks deter-
mined 1n step #33 of FIG. 10 are displayed. When, on this
screen, the game player A selects any other game player B
(step #77), the server 3 notifies that other game player B, via
the network 2, that he or she has been selected (step #79).
When that selected other game player B either agrees to
compete or refuses to compete, a signal corresponding to
that agreement or refusal, respectively, 1s transmitted to the
server 3 via the network 2, wherefore either the server 3 or
the terminal apparatus 1A can determine whether the
selected game player B has consented to compete against
game player A or not (step #81).

When the selected game player B has consented to
compete (YES in step #81), decisions are made between the
game player A and the selected game player B as to the
method of competition, who will bat first, and the number of
innings to play and so forth (step #83). As to the method of
competition, a homerun derby game or strikeout competition
game may be played, for example, with the original char-
acter “Pawapuro-kun A” trained independently by the game
player A and the original character “Pawapuro-kun B”
trained independently by the game player B alternating
between pitching and batting. Alternatively, a baseball game
may be played between a team called “Pawapurozu A” made
up of nine or more original characters trained independently
by game player A and a team called “Pawapurozu B” made
up of nine or more original characters trained independently
by game player B.

When the method of competition 1s decided, the terminal
apparatus 1A of the game player A and the terminal appa-
ratus (1B, for example) of the game player B execute a
baseball game (including the homerun derby game and the
strikeout competition game) stored in the memory medium
110 according to control signals from the server 3 (step #85).
The data relating to the original characters trained 1ndepen-
dently by the game players A and B, respectively, will be
stored 1n the database 31 of the server 3, wherefore those
data are transmitted to the terminal apparatuses 1A and 1B
of the game players A and B prior to the commencement of
the game and used as character data 1n the game program.
Furthermore, control signals input when the game players A
and B manipulate the control mput devices 102 are trans-
mitted via the network 2 to the server 3, where they are
processed by the inter-user data communication program 33
of the server 3 and transmitted to the terminal apparatus 1B
or 1A of the corresponding opponent.

When, for example, the game player A manipulates the
control 1nput device 102 connected to the terminal apparatus
1A and designates a pitch selection, course, and pitch start
for Pawapuro-kun A (the pitcher) on the screen, those signals
arc sent to the terminal apparatus 1B of the game player B
via the network 2 and the server 3. At the terminal apparatus
1B of the game player B, Pawapuro-kun A displayed on the
screen of the monitor apparatus 103 of the terminal appa-
ratus 1B 1s made to perform the prescribed pitching action,
using the received signals. Simultaneously, the terminal
apparatus 1A of the game player A also causes the
Pawapuro-kun A displayed on the screen of the monitor
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apparatus 103 of the terminal apparatus 1A to perform the
prescribed pitching action.

The game player B, while watching the screen of the
monitor apparatus 103, manipulates the control input device
102 connected to the terminal apparatus 1B and causes
Pawapuro-kun B to perform a swinging action. Signals
relating to the timing, swing speed, and bat position 1n the
swing action manipulated by the game player B are sent to
the terminal apparatus 1A of the game player A via the

network 2 and the server 3. The terminal apparatus 1A of the
game player A, using those received signals, causes the
Pawapuro-kun B displayed on the screen of the monitor
apparatus 103 of the terminal apparatus 1A to perform the
prescribed swing action. Simultaneously, the terminal appa-
ratus 1B of the game player B also causes the Pawapuro-kun
B displayed on the screen of the monitor apparatus 103 of
the terminal apparatus 1B to perform the prescribed swing
action.

The terminal apparatuses 1A and 1B arithmetically com-
pute the bat and ball impact conditions (including a swing
and a miss) using signals relating to the pitching done by the
game player A and the swinging done by the game player B,
respectively, and displays the action of the ball based on
those arithmetic computation results on the screens of the
monitor apparatuses 103. Thus the game players A and B can
directly compete 1n a baseball game using the same game
program, via the network 2 and the server 3. Also, because
signals are transmitted and received between the terminal
apparatuses 1A and 1B via the network 2 and the server 3,
a slight time delay will occur from the moment that the game
player A manipulates the control mnput device 102 until the
Pawapuro-kun A begins the pitching action on the screen of
the monitor apparatus 103 of the terminal apparatus 1B of
the game player B, for example. Nevertheless, because a
certain amount of time 1s required for a ball thrown by a
pitcher to reach home plate, 1t 1s possible to prevent the game
players A and B playing the game directly to sense any
awkwardness by making the speed of signal transmission
and reception faster than the speed wherewith the ball
Mmoves.

When the game competition ends 1n step #8535, the server
3 preserves the results of that competition 1n the database 31
(step #87), and makes a query to both game player A and B
as to whether or not they wish to compete again against the
same opponent (step #89). If both game players agree (YES
in step #89), step #83 is returned to and the method of
competition 1s determined. If either game player A or B
refuses to compete again (NO in step #89), on the other
hand, either the server 3 or the terminal apparatuses 1A and
1B ask whether or not the game players wish to leave the
locker room and return to the boardinghouses screen (step
#91). Should the game player A wish to compete against
some game player other than the game player B (NO in step
#91), the terminal apparatus 1A returns to step #75 and
displays the initial screen for the locker room. When the
game player A 1s not to compete against another game player
(YES in step #91), on the other hand, the terminal apparatus
1A switches the screen of the monitor apparatus 103 to the
boardinghouses screen (step #93) and terminates the stadium
flow.

Brief descriptions are given next for the subroutines in
step #21, namely (1) “go over to the girlfriend’s house for
a visit,” (2) “pay a visit to worship at the Shinto shrine,” (3)
“g0 shopping at the pro shop,” (4) “go shopping at the
convenience store, (5) “go make some money at the part-
time job site,” (6) “go play at the game arcade,” and (8) “go
rebuild one’s strength at the research lab.”
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In this game system, furthermore, irrespective of whether
or not a game player plays a game, virtual time elapses at a
speed that 1s approximately ten times faster than that of
actual time (1 year being 35 days), for example), and the
transitions between day and night occur accordingly. Set-
tings are also made so that Pawapuro-kun will age according
to the passage of virtual time, so that Pawapuro-kun will
automatically reach a certain age upon the passage of a
certain time after the game player has started a game, and
thereupon be forced to retire from active professional base-
ball play.

First, with (1) “go over to the girlfriend’s house for a
visit,” Pawapuro-kun’s enthusiasm and physical strength
will change, either increasing or consuming depending on
whether the girlfriend 1s 1n a good mood or bad. By having
the girliriend cook for him, Pawapuro-kun can raise his own
enthusiasm and physical strength. If he gives her a present
to put her 1n a better mood, that means he has to spend
money. And if he goes out on a date with her, he will expend
both money and physical strength. By putting her in a better
mood, the “romantic index” will rise, and, depending on the
“romantic index,” a mode leading to marriage and having
children can be advanced to. Also, a child born to them can
be raised as “Pawapuro-kun Junior” and grow up into a
professional baseball player. Pawapuro-kun can acquire the
oirliriend by getting to know her at his part-time job or
through his activities as a professional baseball player, etc.
This routine cannot be advanced to so long as Pawapuro-kun
has no girlfriend. Furthermore, the “romantic index” will
decline when he puts her 1n a bad mood, and 1f the romantic
index becomes 0, she will break up with him.

With (2) “pay a visit to worship at the Shinto shrine,” by
praying to the gods at the shrine, Pawapuro-kun will be able
to perform well 1n a game, or reduce the severity of an injury.

(3) With “go shopping at the pro shop,” a top-secret item
that 1s sold at the pro shop can be purchased with money
carned by Pawapuro-kun at the part-time job described
further below. Also, Pawapuro-kun can perform well 1 a
game by using that top-secret 1tem. By accessing the updat-
ing latest data 34 in the server 3, the top-secret item can be
renewed. When 1t 1s night in the virtual time described
carlier, the pro shop will sometimes be closed.

In (4) “go shopping at the convenience store,” a drink that
will restore Pawapuro-kun’s physical strength 1s sold at the
convenience store. By accessing the updating latest data 34
in the server 3, new products can be marketed or the prices
of products can be changed (marking the prices up or down).
The convenience store 1s open 24 hours a day 1n the virtual
fime.

With (5) “go make some money at the part-time job site,”
Pawapuro-kun can select any of a number of jobs, differing
in type depending on whether daytime or nighttime jobs,
such as a sushi bar, karaoke joint, or host club, etc., and can
carn part-time money according to the results of the selected
game. The degree to which Pawapuro-kun will expend his
physical strength and earn part-time money will also depend
on the type of job performed.

In (6) “go play at the game arcade,” games are established
that have nothing to do with baseball. By playing these
games, Pawapuro-kun can both spend money and restore his
enthusiasm.

In (8) “go rebuild one’s strength at the research lab,” a
mysterious doctor performs a suspicious surgical operation
to reconstruct Pawapuro-kun into a baseball cyborg, but the
abilities of this cyborg will depend on the reconstruction fee
charged. After submitting to this baseball cyborg
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reconstruction, moreover, Pawapuro-kun will age faster and
the time he can play actively will be shortened.

In the embodiment described i1n the foregoing,
furthermore, the configuration 1s made such that the game
program 15 stored 1n a CD-ROM or other memory medium,
and started up from the terminal apparatuses 1A to 1E of the
game players. That poses no limitation, however, and the
conilguration may be made such that the game program 1is
downloaded from the server 3 over the network 2. In that
case, the game players can enjoy the latest version of the
game.

In the embodiment described 1n the foregoing, moreover,
the configuration 1s made such that the passage of time 1s
managed on the server, and so that the ages of the original
characters increase even when the game players are not
participating in the game. This need not be limited to age,
however, and the configuration may be made so that there
are changes 1n various data relating to the original
characters, such as deterioration in eyesight or injuries
healing, etc. Nor must this be limited to data relating to the
original characters, but the configuration may be made so
that all kinds of data relating to the game change, such as the
baseball equipment deteriorating, plants growing, or food
products losing their freshness, etc. The configuration may
even be made so that the muscle tone of an original character
declines when a game player does not access the server for
a long time or does not use that original character.

Also, 1n the embodiment described in the foregoing, the
description 1s for the example of a baseball game, but the
present 1nvention 1s not limited thereto or thereby, and can
be applied to a soccer game or other games in general
wherein two or more game players can play against each
other.

In the embodiment described in the foregoing,
furthermore, the description 1s given for the case where one
game player trains original characters for one team, but one
team may be made up of a plurality of original characters
frained by a plurality of game players. The configuration
might be, for example, one wherewith three or more game
players can participate 1n one game, with the pitcher being
Pawapuro-kun A trained by game player A, the catcher being
Pawapuro-kun B trained by game player B, the first baseman
being Pawapuro-kun C trained by game player C, and so on.
The configuration may also be made so that the game players
make trades between themselves with the original characters
that they have trained.

In the embodiment described 1n the foregoing, moreover,
the description 1s given for the case where the same 1mages
are displayed on the screens of the monitor apparatuses 103
of the terminal apparatuses 1A to 1E of the game players, but
that poses no limitation, and the configuration may be made
so that different images are displayed on the screens of the
monitor apparatuses 103 of the terminal apparatuses of the
game players. The configuration may be made so that, for
example, when the Pawapuro-kun A trained by game player
A 1s the pitcher and the Pawapuro-kun B trained by game
player B 1s the batter, images are displayed on the screen of
the monitor apparatus 103 of the terminal apparatus 1A as
seen from the perspective of the pitcher or, alternatively, as
seen from the back screen, and 1mages are displayed on the
monitor apparatus 103 of the terminal apparatus 1B of the
game player B as seen from the perspective of the batter or,
alternatively, as seen from behind the back net. The con-
figuration may also be made so that images are displayed on
the monitor apparatus 103 of the terminal apparatus (1C, for
example) of a game player C as seen from the perspective of
the first baseman or, alternatively, as seen from the outfield.
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Moreover, the present invention 1s also applicable the
following modes.

The game procedure control method according to an
aspect of the present mvention 1s a game procedure control
method wherewith at least two game players can engage in
direct competition, using at least two terminal apparatuses
connected to a server through a network, comprising the
steps of: storing data relating to an original character trained
independently by each game player 1n a prescribed memory
arca 1n the server; reading out the data relating to the original
character of each game player stored 1n the memory area as
character data to be used when a game program 1s executed;
transmitting control data input by each game player for
causing his or her own original character to move on the
monitor screen of the terminal apparatus to the terminal
apparatus of a game player that 1s a competing opponent via
the server; and causing the original character of the oppo-
nent to move, 1n correspondence with the control data, on the
monitor screen of each terminal apparatus, using the control
data transmitted back from the server.

According to this composition, it becomes possible to
cause original characters trained by game players to compete
directly against each other via a network.

In the method described above, the game program may be
stored 1n the server, and downloaded to the terminal appa-
ratuses of the game players and executed.

Alternatively, the game program may be recorded 1n a
memory medium, and installed 1n the terminal apparatuses
of the game players and executed.

Moreover, ranking may be performed according to the
levels of the original characters trained independently by the
game players, and competition with another game player
made possible only when a certain rank or above has been
attained. In this case, competition between game players
having extremely different abilities can be avoided.

Furthermore, competition may be made possible only
with a game player having an original character ranked
within a prescribed range, according to the ranks of the
original characters trained independently by the game play-
ers. In this case, game players at roughly the same level can
be made to compete with each other. It 1s also possible then
to form leagues according to game player abilities.

Furthermore, each game player may train a plurality of
original characters, and teams made up of these pluralities of
original players may be caused to compete with each other.
In this case, 1t becomes possible to conduct games requiring
pluralities of game characters, as a baseball game, for
example.

Alternatively, a team may be made up of pluralities of
original characters trained by pluralities of game players,
and teams made up 1n the same way caused to compete. In
this case, 1t becomes possible to have three or more game
players participate.

Furthermore, a message board page capable of being
accessed at will by the game players may be provided in the
server, so that game players are able to at least record, 1n the
message board page, either their wish to compete 1n a game
or consent to compete. In this case, it becomes possible to
provide more opportunities to compete against other game
players.

Furthermore, the same screen may be displayed on the
monitor screens of the terminal apparatuses of the game
players. In this case, 1t becomes possible to raise the arith-
metic processing speed 1n cases of games mvolving com-
paratively few screen changes such as roll playing games
where two game characters fight each other directly.
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Alternatively, game 1mages from a camera perspective
established 1n correspondence with the original character of
cach game player may be displayed on the monitor screen of
the terminal apparatus of each game player. In this case, 1n
a baseball game or the like, for example, 1mages seen from
the perspective of the pitcher can be displayed on the
monitor screen of the game player controlling the game
character doing the pitching, and 1mages seen from the
perspective of the batter can be displayed on the monitor
screen of the game player controlling the game character
doing the batting, making it possible to experience greater
game realism.

Furthermore, the passage of time on the server may be
monitored, and the data relating to the ages of the original
characters on the server may change 1rrespective of whether
or not the game players participate in games. In this case,
character control can be effected so that, for example, the
physical strength and athletic abilities of an athlete character
increase as his or her age increases when he or she 1s young,
then peak at a certain age, and thereafter gradually decline,
making it possible to experience greater game realism.

Furthermore, 1n the data on the server, data relating to the
ages of the original characters may change.

The game system according to another aspect of the
present invention comprises: a server wherein are stored
data relating to original characters trained independently by
game players, being character data used 1n order to execute
a game program wherewith direct competition 1s possible
between at least two game players; and a plurality of
terminal apparatuses , each of which 1s capable of being
connected to the server through a network, comprises a
control unit manipulated by the game player, and 1s capable
both of storing data relating to the original character in the
server and of reading out data relating to the original
character when the game program 1s executed.

According to this composition, two or more game players
who do not know each other can directly compete 1n a game
via a network. It 1s also possible to hold tournaments
participated 1n by many game players.

In the system described above, the game program may be
stored 1n the server, and downloaded to the terminal appa-
ratuses of the game players and executed.

Alternatively, the game program may be recorded 1n a
memory medium, and installed 1n the terminal apparatuses
of the game players and executed.

The server according to still another aspect of the present
invention 15 one wherein: access 1s possible from terminal
apparatuses operated by game players through a network;
and data relating to original characters trained independently
by the game players, which are character data to be used for
executing a game program wherewith direct competition 1s
possible between at least two game players, are stored.

According to this composition, 1t becomes possible for
game players to access the server from a terminal apparatus
of a different type from their own personal computer or
game apparatus, and engage 1n direct game competition.

Moreover, the server may also store the game program
that 1s downloaded and executed in the terminal apparatuses
of the game players.

This application 1s based on Japanese application serial
no. 2000-2336°/0 filed 1n Japan on Aug. 1, 2000, the contents

of which are hereby incorporated by reference.

As this mvention may be embodied 1n several forms
without departing from the spirit of essential characteristics
thereof, the present embodiment is therefore 1llustrative and
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not restrictive, since the scope of the ivention 1s defined by
the appended claims rather than by the description preceding
them, and all changes that fall within metes and bounds of
the claims, or equivalence of such metes and bounds are
therefore mtended to be embraced by the claims.

What 1s claimed 1s:

1. A game procedure control method permitting at least
two game players to engage 1n competition, using at least
two terminal apparatuses having monitors connected to a
server through a network, comprising the steps of:

storing data relating to original characters, each trained

independently by each of said at least two game
players, 1n a prescribed memory area in said server,
wherein said data includes physical characteristic data
based on age;

reading out said data relating to the original characters of
cach of said at least two game players from said
memory arca as character data to be used when a game
program 1s executed;

transmitting control data input by at least first and second
game players of said at least two game players, for
causing corresponding ones of said original characters
to move on the monitor screen of each of the terminal
apparatuses, to a terminal apparatus of a competing
game player of said first and second game players via
sald server;

moving said corresponding ones of said original charac-
ters on each of the monitors of said first and second
same players 1n accordance with said control data input
by corresponding ones of said first and second game
players; and
monitoring passage of virtual time on said server, causing
said original characters to age according to said passage
of virtual time, and changing said physical character-
istic data relating to ages of said original characters
based on said passage of virtual time irrespective of
whether or not the game players participate 1n games
during a period of said monitoring.
2. The game procedure control method according to claim
1, wherein said game program 1s stored 1n said server, and
downloaded to terminal apparatuses of said game players
and executed.
3. The game procedure control method according to claim
1, wherein said game program 1s recorded 1n a memory
medium, and installed in terminal apparatuses of said game
players and executed.
4. The game procedure control method according to claim
1, wherein said original characters trained independently by
said game players are ranked according to levels based on
said physical characteristic data thereof, and competition
between said first and second game players 1s made possible
only when said original characters of said first and second
game players have attained a certain rank or above.
5. The game procedure control method according to claim
1, wherein said original characters trained independently by
sald game players are ranked according to levels based on
said physical characteristic data thereof, and wherein com-
petition between said first and second game players 1s made
possible only when said original characters of said first and
second game players are ranked within a prescribed range of
one another.
6. The game procedure control method according to claim
1, wherein each of said first and second game players trains
a plurality of original characters, and teams made up of these
pluralities of original characters compete with each other.
7. The game procedure control method according to claim
1, wherein a team 1s made up of a plurality of original
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characters trained by a corresponding plurality of said at
least two game players, and said team competes with another
team.

8. The same procedure control method according to claim
1, wherein said server 1s provided with a message board
page capable of being accessed at will by said at least two
game players, so that said at least two game players are able
to at least record, 1n said message board page, either a
request to compete 1n a game or consent to compete.

9. The game procedure control method according to claim
1, wherein the same screen 1s displayed on monitor screens
of said terminal apparatuses of said first and second game
players.

10. The game procedure control method according to
claim 1, wherein game 1mages from a camera perspective
established 1n correspondence with the original character of
cach of said first and second game players are displayed on
the monitor screen of the terminal apparatus of each of said
first and second game players.

11. The game procedure control method according to
claim 1, wherein the speed of passage of virtual time 1s set
faster than that of actual time.

12. The game procedure control method according to
claim 11, wherein said passage of virtual time 1s set such that
a transition between day and night occurs 1n accordance with
said speed of the passage of the virtual time.

13. A game system comprising:

a server for storing data relating to original characters
trained independently by game players, said data
including physical characteristic data used for a game
program which enables competition between at least
first and second game players of said game players; and

a plurality of terminal apparatuses, each of which 1s
capable of being connected to said server through a
network, comprises a control unit manipulated by said
game players, and 1s capable both of storing data
relating to said original character of a corresponding
one of said game players 1 said server, said data
including physical characteristic data based on age, and
of reading out said data relating to said original char-
acter of said corresponding one of said game players
when said game program 1s executed; and

said serving including a monitoring device for monitoring,
passage of virtual time, causing said original characters
to age according to said passage of virtual time, and
changing said physical characteristic data relating to
ages ol said original characters based on said passage
of virtual time 1rrespective of whether or not the game
players participate in games during a period of said
monitoring.

14. The game system according to claim 13, wherein said
game program 1s stored 1n said server, and downloaded to
the terminal apparatuses of said game players and executed.

15. The game system according to claim 13, wherein said
game program 1s recorded in a memory medium, and
installed 1n the terminal apparatuses of said game players to
be executed thereby.

16. The game procedure control method according to
claim 1, wherein said physical characteristic data includes a
physical strength or an athletic ability of the original char-
acters.

17. The game procedure control method according to
claim 16, wherein said physical strength and the athletic
ability increase as ages of the original characters increase
when the original characters are younger than a peak age and
the physical strength and the athletic ability decrease as the
ages of the original characters 1increase past said peak age.
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18. The game system according to claim 13, wherein said when the original characters are younger than a peak age,
physical characteristic data includes a physical strength or and said monitoring device decreases the physical strength
an athletic ability of the original characters. and the athletic ability as the ages of the original characters

19. The game system according to claim 18, wherein said increase past said peak age.

monitoring device increases said physical strength and the 5
athletic ability as ages of the original characters increase %k ok % ok
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